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WATERWORLD: QUEST FOR THE MARINER 
PROOF OF CONCEPT 


INTRODUCTION: 


@ The WaterWorld: Quest for the Mariner Web pages will be 
designed to become a key attraction in the Universal City Web 
site. 


@ In keeping with the Back to the Future: Institute of Future 
Technology paradigm, the WaterWorld content will be a series 
of story-driven Web pages designed to immerse the audience in 
an experience that parallels the excitement generated by the 
event. 


@ However, the WaterWorld content will go beyond its predecessor 
by adding true interactivity and game play to generate an even 
more effective on-line experience. 


OBJECTIVES: 


@ To promote the live WaterWorld spectacular, via an interactive 
experience that reinforces the significance and scope of the 
show. 


@ To create an original on-line attraction that Newbies and 
Webheads alike will want to experience. 


@ To design an attraction that goes beyond the limitations of budget 


and scope by creating a multi-stage, graphically appealing and 
game-play enhanced site. 


METHODOLOGY: 


@ The WaterWorld content will be accessed off of the 
Entertainment Center in the Universal City Web site. 


@ The WaterWorld content will be broken down into two sections: 
1. The Quest for the Mariner Interactive Experience (approx. 60 + 
pages) 
2. The WaterWorld Live Sea War Spectacular promotional pages 
(approx. 1 - 3 pages) 


@ The Quest for the Mariner interactive experience will tease, 
reference and sneak highlights from the show rather than be an 
overt, blatant or advertising driven site. 


@ The WaterWorld Live Sea War Spectacular promotional pages will 
be informational driven and will promote the show in the same 
manner and scope as the Back Lot Tram Tour pages. 


@ Combined, the two approaches (although very unequal in depth of 
content) should satisfy all levels of interest in and promotional 
needs for the show. 


THE MACRO CONCEPT FOR THE QUEST FOR THE MARINER 
EXPERIENCE: 


@ The Quest... story will be broken down into three chapters, taking 
the player on a journey on the high seas, from a Smoker’s Buoy, 
through the trap-ridden maze of the Fortress and, finally, to the 
Atoll itself. 


Each chapter will employ one or two game styles: All three chapters 
will involve “A or B” action choices, act two will also incorporate a 
first-person perspective navigational maze. 


@ The story will culminate in one of three endings, each teasing the 


live show. 


PLAYER REWARDS: 


@ Everyone loves to think they’ve won something, and Quest... will 
offer a variety of media and materials as rewards for successful 
game playing. 


@ Visitors on the correct path will be periodically rewarded with 
chits. 


Upon encountering a chit icon, the player can then click on the 
Treasure chest icon on the toolbar to link to their Chit page. 


@ The Chit page will include an inventory of: 
@ QuickTime video clips taken from the live show 
@ Audio soundbites taken from the live show 
@ Custom icons to be incorporated into people’s desktop. 


All Access Pass holders will be rewarded with a bonus Chit page, 
containing a variety of other cool Universal Studios Digital 
Premiums®. 


LOOK & FEEL: 


Based in the tradition of CD-ROM adventure games such as Myst 
and Vortex, the Quest... look and feel will be driven from a 
cinematic key graphic, which is then surrounded by an interface. 


Pulling strongly from the Maritime/recycled ancient object stylistic 
feel of the show, 


While the site will be principally graphically driven, a minimal 
amount of text will also be incorporated. 


@ For users with browsers that support such audio applications, 
the text will be mirrored in narration that will be delivered via 
RealAudio, Micorosoft Explorer or both. 


PLAYER INTERFACE: 


@ In keeping with a CD-ROM paradigm, all game elements and 
decision points will be included in and around the key graphic. 


Cinematic in look & feel, the key graphic and image mapped frame 
will change dependent on the type of game play required at that 
point of the story. 


The Frame will be broken down into player decision objects (which 


are changed out per decision point, and the toolbar (with icons that 
remain consistent for the entire site. 


TOOLBAR 


Incorporated directly into the key graphic frame, the toolbar will 
possess the following permanent items: 


@ Message in the Bottle / Help - Linking to pages that give Newbies 
instructions on how to navigate and interact with the site, the Help 
pages will be broken down feature by feature. 


@ Map / Jump Point - Unlike the Jump Point map on the Universal 
City site, the Jump Point for this game will be dynamic. Stage by 
stage, the Jump Point map will grow as the visitor moves through 
the game, thereby allowing that person to revisit previous accessed 
pages, without giving away undiscovered content. 


@ Globe / Universal City Home Page Link - This icon will allow the 
user to leave the experience at anytime. 


@ Sea Plane / Live Show Promotional Pages Link - This icon will link 
to the pages directly describing the WaterWorld Live Sea War 
Spectacular at any time. 


@ Compass / Auto Pilot - Aimed at non-gamers who are still 
interested in the story-driven content, the auto pilot will take the 
user on a guided tour of the three chapters of Quest for the 
Mariner. 


@ Sage / Hints - For those who still want to play the game, but need 
some hints how to solve the game elements, the hints button will 
link to one of three pages (one for each chapter) that will help 
them get through the entire experience. 


@ Treasure Chest / Chits (rewards) - This link will connect to a 
player’s chit page where an inventory of all the bonus rewards they 
have earned are downloaded and accessed. 


THE SCOPE OF QUEST FOR THE MARINER: 


@ Quest... will be broken down into three chapters. We suggest 
releasing each chapter individually at two week intervals. Each 
chapter will have to be accessed chronolgically. Those people 
wishing to access Chapter two will be required to input the 
password given at the end of chapter one, and so forth. 


@ Not including associated pages such as hints, maps, help text or 
Chits (rewards) each chapter will consist of more than 20 pages. 


@ These 20 pages will consist of a combination of single choice 
(“Next” or “More”) and multiple choice (object A, B or C) story 
points. In chapters one and three, the visitor will have to make 
three to four decisions in the course of a chapter. 


REPEATABLE GAME PLAY: 


@ While chapters one and three will offer a number of choices, 
visitors will soon be able (through trial and error) to quickly 
discover the correct decisions, thereby limiting the amount of 
repeatable visits. 


@ To combat this, as well as to extend the scope of the experience 
while minimizing the amount of original graphic elements, 
chapter 2 - The Fortress -- will employ a different type of game 
play - a first person perspective maze. 


@ Derived from our experience with the moving Klieg light graphic 
employed on the Universal City home page, we summarized that a 
number of graphics can be combined to create, what appears to 
be, a single graphic. Further, if created properly, the same 
graphic elements can be combined and recombined to create a 
multitude of final options. 


@ From the first person perspective at water level, the maze in 
the Fortress will appear to be an extensive series of corridors 
through floating metal barriers. In the distance, one will see 
the Crow’s nest in which the player has been told, the Mariner 
is being held hostage. As the player successfully navigates 
through the five to ten layers of barriers, the Crow’s nest will 
appear closer and closer. Eventually, a clear path will appear 
before the successful player’s vantage, and he/she will be able 
to complete the chapter. 


@ To add to the repeatability of the game, the maze elements can be 


recombined - either through a maintenance schedule or (possibly) 
randomly each time the chapter is accessed. 


CONCLUDING THE GAME: 


@ Players who reach the end of Quest... will be rewarded with a 
certificate stating their accomplishment. 


@ We would like USH to consider running a one time promotion 
where all the visitors who complete the scenario before a 
particular date will be entered into a drawing for free tickets to 
the park, and a special showing of the WaterWorld Live Sea War 
Spectacular. This event could then be covered by TV and other 
press, thereby lending us much needed publicity. 


In the end we anticipate that it will take players with 28.8 modems 30 
- 45 minutes to complete Quest... Completion of the story will also 
probably require more than 25 clicks. 


